Warnings 



READ BEFORE USING 
YOUR SEGA VIDEO GAME SYSTEM 



Epilepsy Warning 

A very small percentage of individuals may experience epileptic 
seizures when exposed to certain light patterns or flashing liglih.. 
Exposure to certain patterns or backgrounds on a television 
screen or while playing video games may induce an epileptic 
seizure in these individuals. Certain conditions may induce 
undetected epileptic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, or anyone in your 
family , ha s an epileptic cond ition, consul t your physician prior In 
playing. If you experience any of the following symptom* 
while playing a video game — dizziness, altered vision, eye or 
muscle twitches, loss of awareness, disorientation, any invol- 
untary movement, or convulsions — IMMEDIATELY discon- 
tinue use and consult your physician before resuming play. 



Owners of Projection Televisions 

Still pictures or images may cause permanent picture-tube dam 
age or mark the phosphor of the CRT. Avoid repeated or 
extended use of video games on large-screen projection TVs. 



About Audio Connectors 

If the Audio connection is made to your television from the Sega 
CD, the Mixing Cable must be used to connect the headphone- 
output jack on the front of the Genesis to the MIXING input jack 
on the rear of the Sega CD. Tf the Audio connection is made to 
your television from the Sega Genesis (using either the RF cable 
or a Video Monitor cable), the Mixing Cable must NOT be used, 
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■' Gameplay Hotline 
For gameplay help, call 1-4 1 5-59 1 -PLAY. 




))) AVAST SEA OF DISCOVERY 

. . . AND DANGER! 

Life was an adventure for Ecco, the young 
dolphin. The ocean seemed endless, with rolling 
breakers to race through! At high speed, Ecco 
could burst through the waves, leaping through 
the air — almost flying! Then, with a deep gulp 
of breath, Ecco would plunge down into the blue 
depths, where 
Shelled Ones hid in 
the coral crannies 
on the ocean floor. 

Ecco knew that 

dolphins couldn't 

breathe underwater. 

Fish and coral 

stayed below the waves. But Ecco's kind 

needed air. This was a puzzle, and Ecco wanted 

to learn the answer. 

The ocean was full of songs. There were easy 
ones that came to Ecco naturally. These were 
the songs for calling dolphins and other singers 
of the watery world. There were new songs that 
took time to learn. These songs could open the 
Shelled Ones and scare off the Hungry Ones 
who roamed near the dolphins' home. And then 
there were songs about just being alive and free! 

The dolphins also had sad songs about slinging 
jellyfish, swift currents and rocky walls that 
trapped singers deep underwater. But the best 
ones were the proud, powerful songs about 
teeming schools of fish that filled the oceans 
and were good to eat, and about submerged. 
air-filled caves where dolphins could breathe. 



Five bright marks shone on Ecco's sleek head. 
No other dolphin had these silvery spots. When 
the air was dark, the family would sing that 
Ecco's markings matched five shining points 
far up in the sky. The song said that Ecco was 
special, a favorite of the ocean. Or maybe, 
it went on, the markings were just for looks, 
the way some fish had stripes. 

But the broad sky of the dryside also held a 
hidden terror. One day it attacked, without 
warning — a huge gust of swirling wind like a 
churning whirlpool of air and water. It tore all life 
from Ecco's Home Bay. Singers and Shelled 
Ones and even the small fish were ripped, 
helpless, twisting in fright, into the high nothing- 
ness beyond. And then they vanished! 

Only Ecco remained. In the flash of one leap, 
Ecco's safe home, full of life and song, had 
become strange and silent. Everything had 
changed. 

Now Ecco must fight 

to stay alive. Deadly 

hazards fill the wide 

oceans outside, but 

Ecco must find the 

lost dolphin pod. 

From the rip tides 

of the southern gulfs 

to the frozen chill of northern seas, Ecco must 

search through sunken worlds where razor teeth 

and poison stingers lurk in the dark depths. 

Ecco, all alone, faces a treacherous quest to 
save the family. Only by fighting to survive can 
Ecco rescue the singers of the sea, and end a 

disaster that threatens the entire world! 




)) SETTING UP FOR QSOUND 

QSound Virtual Audio is a revolutionary, 
multi-dimensional sound placement technology. 
If your Sega CD is connected to stereo sound, 
you can submerge yourself in the magic of 
state-of-the-art QSound. This amazing sound 
technology gives you 180 degrees of audio 
in a greatly expanded sound field. You'll be 
surrounded in waves of 3-D sound! 

Follow the guidelines in this section to set up 
your Sega CD and stereo systems for optimum 
QSound stereo listening. 

BALANCE 

If your system has a single balance control, set it 
to the center balanced position. If each speaker 
in your stereo system has a separate volume 
control, set them as equally as possible. 

SPEAKER PLACEMENT 

Place the speakers at equal distance from the 
listener, on the same plane, at the same height 
and at least three feet from side walls. You can 
angle the speakers slightly. 
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Right. Position 
speakers on the 
same plane, at 
the same height 
and angle. 



Wrong. 









SPEAKER CABLING 

For proper phasing, make sure you match red 
to red and black to black (positive to positive, 
negative to negative) when connecting the 
wires from both the left and right speakers 
to the amplifier or sound board. One side of 
the speaker wire or lamp cord is often marked 
for this purpose with a line or ridge. 

Sega CD Software with QSound Virtual Audio 




Sega CD Software with Conventional Stereo 



Left 

Speaker 



Top view of TV 
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])) STARTING UP 

1 . Connect your Sega CD and Sega Genesis™ 
systems and plug in control pad 1 . Turn on 
your TV or monitor, and then turn on your 
Genesis. 

2. Place the Ecco the Dolphin CD into the disc 
tray, label side up. Close the tray. 

3. If the Sega CD logo is on screen, press 
Start to begin. If the Control Panel is on 
screen, move the cursor to the CD-ROM 
button, and then press Button A, B or C. 
The Sega screen appears. 

Note: If Ecco the Dolphin is already in the 
Sega CD when you turn it on, the game will 
begin automatically after a few moments. 



HANDLING YOUR COMPACT DISC 

The Sega CD compact disc is intended 
for use exclusively on the Sega CD system. 

Avoid bending the compact disc. Do not 
touch, smudge or scratch its surface. 

Do not leave the compact disc in direct 
sunlight or near a radiator or other source 
of heat. 

Always store the compact disc in its 
protective case for safekeeping. 
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A LOOK AT ECCO'S LIFE 

Right after the 
Sega screen, join 
Ecco in an ocean 
playground 
where carefree 
dolphins race 
through the 
waves. In a few 
moments, the Title screen appears. 
Wait at the Title screen to see a game demo. 
Watch Ecco use a rock to swim against a 
fast current and save a trapped dolphin. 
Keep watching to see two more demos (the 
Title screen appears between each one). 
Each demo shows how Ecco cleverly solves 
problems and stays healthy. Learn the 
strategies Ecco needs to survive the under- 
sea dangers. (You can watch the game 
demos again at any time for reminders.) 
Press Start at 
any time to return 
to the Title 
screen. Press 
Start again to go 
to a submerged 
cavern, where 
Ecco waits to 
begin the long journey 
through the timeless seas. 

Press the D-Pad to the right to start Ecco's 
quest from the beginning. 

If you have a password, press the D-Pad to 
the left to go to the Password screen. From 
there, you can start Ecco's adventures from 
somewhere in mid-journey. (Seepage 18 
for details.) 




)) TAKE CONTROL! 

D (Directional) Pad 




Start Button 



Button C 



Button B 



Button A 



START BUTTON 

* Skips the opening sequence or the game 
demos and goes to the Title screen. 

■}■ Exits the Title screen and goes to the 
submerged cavern. 

■> Exits the Password screen and starts 
the quest from your password level. 

■* Exits Ecco's Map and returns to the quest. 

* Pauses a game during play; resumes 
a paused game. 

D-PAD 

* Moves Ecco right or left to leave the 
submerged cavern at the beginning 
of the game. Right takes Ecco to the 
start of a new quest; left goes to the 
Password screen, 

■X Moves the highlight on the Password 
screen. 

■X Makes Ecco swim in any direction. Hold 
down the button for cruising speed, and 
to make Ecco leap when breaking the 
surface of the water. Tap the button lightly 
to swim slowly through dangerous 
passages. (Press Button C to speed up.) 

<■ Exits Ecco's Map and returns to the quest. 







BUTTON A (SONAR) 

* Makes Ecco sing. 

The song ripples out 

in the direction Ecco is 

facing. Songs can call 

to other singers and 

fight off danger. (Seepage 13 for details.) 
■X Echoes back information about the 

surrounding ocean. Hold down Button A 

until Ecco's song returns. Then Ecco's Map 

will appear, showing important undersea 

features in the direction Ecco is facing. (See 

page 14 for more details.) 

Exits Ecco's Map and returns to the quest. 

Exits any text screen. 

Erases a letter on the Password screen. 



■X 
■X 
■X 



BUTTON B (CHARGE) 

■X Makes Ecco dart forward in a short-range, 
high-speed attack. Ecco can charge schools 
of small fish to grab food, or attack enemies 
to make them dissolve. 

■X Exits Ecco's Map and returns to the quest. 

* Enters a letter on the Password screen. 

BUTTON C (SPEED SWIM): 

■X Pumps up Ecco's swimming speed. Press 
the button repeatedly, and then hold it down 
to maintain speed. 

■X Makes Ecco flip. Use 
the D-Pad to make 
Ecco swim toward the 
surface, then press 
Button C when Ecco 

jumps. The faster Ecco is going, the more 
spectacular the spin jump will be. 

■fr Enters a letter on the Password screen. 
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)) DISASTER! 

Live a dolphin's carefree life in the pleasant 
waters of Ecco's home. Splash and play! Dive 
deep to explore the curiousities of sea life on the 
ocean bed. Speed back and forth in silvery 
races. Sing, and let your songs return in the 
pictures of Ecco's Map. Teach yourself to leap. 
Then learn to flip. With a swish of your flukes 
you can jump higher . . . and higher . . . 

Wham! The sky 

flashes red. A great 

wind rips everything 

upward, tearing the 

life from the sea. Up 

they whirl — singers 

and shells and all that 

moves in the ocean. 

They twist in a spinning funnel, swirling skyward, 

and they're gone! 

Just as suddenly, silence descends. Only you, 
Ecco, are left, alone in the watery emptiness 
that now seems far too big. As you dart here 
and there, searching the surface and plunging 
to the bottom, you realize the terrible truth: 
Everyone has vanished. 

Who or what has taken your family? Where 
have they gone? And why were you spared? 

Your wandering begins. No matter how long it 
takes, or where it takes you, you must find your 
pod. You will leave this once-safe haven and 
travel as far as you need to go — even to the 
ends of the earth. 

There is still a great deal to learn, to puzzle 
through, and to conquer on your immense 
journey. Find the channel that leads away 
and start your quest! 
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SURVIVING THE SEAS 



Health 
Meter 




Like fish and coral, dangers abound in the sea. 
Many things can hurt you. When they do, you 
lose strength. If your health runs out, you'll sink, 
and you'll have to start the level over or continue 
from the last barrier Glyph you passed. 

TO STAY HEALTHY: 

■5- Charge into a school of small fish for food. 

* Find healing clams, known as the Shelled 
Ones. Figure out how to get and use their 
energizing gifts. 
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Keep yourself healthy, or you 'II soon 
be overcome by the next lurking or 
attacking foe. 





. -■ 




B ; 4iS? 




The 








4jp5«l 


iheiled 










Ones 






T 


jfifipi 


i 


■■€:■■ ":P 


I Bgg^*^ 




*„■■■ 




. ■'. 


flHn^^I 


mm 1 


anti 



n 



))) 



BREATHING 
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SINGING 



Breath 
Meter 





You need to breathe to stay alive. You can dive 
to the deepest parts of the ocean, and into the 
darkest waters, but you must always be close 
to air. Without it, your breath ebbs away. If you 
run out of breath, your questing ends, and 
you must start the level over or continue from the 
last barrier Glyph you passed. 

YOU CAN BREATHE IN TWO WAYS: 

■> Leap out of the water, either into the open 

air or into an air pocket you find in the rocky 
submerged caverns. You'll regain full breath 
immediately. (See page 14 for help on 
finding air pockets.) 

■£■ Push your nose above water, especially in 
tight submerged pockets where you can't 
jump. You'll gradually recover breath. 
Try to regain full breath, but stay on watch 
for dangers that may force you to move 
on before your breath meter is full. 
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Keep your lungs filled with fife-giving 
breath. Never take a chance on getting 
caught without an air supply. 






Use your dolphin songs to survive and thrive on 
your long journey. Sing to the sea life, to other 
singers and shells, to Glyphs (page 15) and to 
anything you don't understand. Learn to listen 
to your songs; they all have different meanings. 

SONGS ARE POWERFUL. THEY CAN: 

4- Call to other singers, who will respond with 
songs of their own. You may get clues, 
pleas for help or important directions. 
(Press Button A to exit a message screen.) 

■*■ Ward off deadly Hungry Ones and other 
enemies if you've learned the right song. 

■> Get new songs, special powers and 
information from Glyphs scattered 
throughout the mazes of the sea. 



Songs are Ecco's sonar. Use them 
constantly to explore the dolphins' 
world. Don't be afraid to experiment; 
songs can do surprising things. 
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MAPPING WITH SONGS 



Ecco 




Spike 



Air Pocket 



Glyph 



Songs that echo back to you bring long-range 
information. This is called "echolocation." 
When you hold down Button k, your song 
reverberates through the currents and caverns, 
returning to you with a map of your surround- 
ings. {Press any button to exit Ecco's Map and 
return to your quest.) 

ECCO'S MAP SHOWS YOU: 

■> Your position and passages through 
the rocky walls. 

* Prowling enemies and dangerous objects 
(shown as orange circles). 

■> Glyphs and other interesting objects. 

* Healing clams and air pockets (shown 
as bubbles). 

■> Barriers and moveable rocks and shells 
(shown as orange blocks). 



))) 
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Make echolocation a habit. Send out 
echoing songs in all directions to get a 
full view of the ocean scene, if you can 't 
find something you need (such as an air 
pocket or escape route) in one direction, 
it may be close by in another. "Look 
beyond your eyes with your song. " 
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GLYPHS 




Glyph 



Glyphs are mysterious crystals scattered in the 
ocean depths. The secrets they hold are nearly 
as old and timeless as the sea itself. Figure out 
how to gain their powers and knowledge by 
singing to them or by touching them. 

Some Glyphs give you messages. Others 
impart new songs you'll need to continue the 
journey. Barrier Glyphs push you away until 
you discover how to move them. Power Glyphs 
can bestow invincibility (you can't be injured 
while the power lasts) and fill up your health 
and breath meters. 



Watch for Glyphs wherever you go, 
and look for them with echolocation. 
Try not to miss any. 

. Take your time. Stay calm. Solve 
riddles by remembering what you've 
learned. Don 't get frustrated — there's 
always a solution, and you can find it! 
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ENEMIES 



The sea is a beautiful yet dangerous place. 
Most undersea life is your enemy! Use your 
songs to ward off attackers, or charge to scare 
them away or dissolve them into sea foam. 
Some enemies, like the octopus, are so quick 
that only your wits or a hint from a Glyph can 
save you. 



, A void enemies by swimming slowly. 
Always move cautiously in unexplored 
waters. Going slow is sometimes the 
fastest way to move ahead. 
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BARRIERS AND CURRENTS 




Rocks, shells and 
island barriers will 
block your progress. 
You may be caught 
in overpowering 
currents that are too 
swift to swim through. 

For every obstacle, 

there's a solution. It may be in a message or 
waiting in a Glyph. Search for moveable rocks, 
free-floating shells and unusual sea life. Then 
figure out how to use them. Try charging to 
break barriers. Push rocks ahead of you to fight 
through currents. And remember: the shortest 
route is not always underwater. 



RESCUING LOST DOLPHINS 

Six young dolphins 
have foundered in the 
craggy depths. You 

must find them all 
and guide them back 
to safe waters. 

When you locate a 
lost dolphin, glide 

slowly over him, close to his back and a little 
ahead of him. Try to swim in the direction he's 
going, but if he turns, that's OK. Wait a few 
seconds, and hell turn around again. When he 
begins swimming like you, he's ready to follow. 
Then you can lead him back to his pod. 

Save ALL the lost dolphins. You'll gain 
abilities and songs that will help you 
for the rest of the quest (You can only 
save one dolphin at a time.) 1 7 
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)) USING PASSWORDS 

Almost every level has a name and a password. 
You'll see these on the screen that appears 
when you start the level. You can write down 
the information in the password notebook on 
pages 22-23. Later you can use the passwords 
to begin the game at a level you've already 
played. (Press Button A to exit the text screen.) 

Note: Passwords change each time you restart 
a level. To return to a level, you can use any of its 
passwords; they all take you to the beginning 
of the scene. 






To begin a game from some- 
where in mid-journey : press 
Start at the Title screen, and 
then move Ecco to the left in 
the submerged cavern. The 
Password screen will appear. 



TO ENTER A PASSWORD: 

1 . Use the D-Pad to highlight a letter. 

2. Press Button B or C to add that letter 

to the password at the bottom of the screen. 

3. Press Start when the password is complete. 

TO EDIT A PASSWORD: 

1 . Use the D-Pad to highlight the left or right 
arrow. 

2. Press Button B or C to highlight a letter in 
the password; press Button A to delete it. 

3. Use the D-Pad to select another letter 
at the top of the screen, 

4. Press Button B or C to add that letter 
to the password. 
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ECCO'S FAMILY 

Ecco is a bottienose dolphin, whose family (or 
species) is remarkable for being almost totally 
unafraid of humans. They readily approach 
ships and boats, and are wonderful to watch at 
play. They are graceful and agile, rising in turns 
to "blow," and they seldom 
if ever rudely jostle each 
other for position. 




Bottlenoses group in small 
social units of about 15 
dolphins or less. While 
feeding, each dophin 

follows its own track, rising up in the water two 
or three times a minute. Occasionally before 
diving, dolphins will "lobtail," loudly flapping their 
flukes on the water's surface. Usually, they dive 
for less than a minute, but their underwater stays 
have been clocked at as long as 10 minutes! At 
times, individual dolphins will suddenly "breach," 
hurling themselves 16 feet or more into the air. 

Dolphins make their home all over the globe 
in warm and temperate waters. One of their 
secrets to being able to live world-wide is their 
less-than-picky appetite. Bottlenoses eat 15 
to 33 pounds of food a day, usually feeding in 
shallow waters on inshore bottom-dwelling fish. 
They'll also pleasurably dine on eels, catfish, 
sharks, rays, hermit crabs and shrimp. 

Cooperation seems to be the rule with bottle- 
noses. On record is the story of a dolphin pod 
that chased a school of bluefish into a shallow 
bay. They stationed two guards to keep the fish 
captive, while the rest took turns chowing down. 
In another report, two dolphins were seen sup- 
porting a third, that was stunned, and assisting 
it to the surface to breathe. 1Q 



))) DOLPHIN FACTS 

■* The scientific name of bottlenose dolphins is 
Tursiops truncatus, meaning "cut-off face." 
Bottlenoses belong to the superfamily 
Deiphinoidea, named after a legend in which 
the god Apollo rose from the sea in dolphin 
form. The ancients commemorated this 
event in the constellation Deiphinus. a group 
of five stars in the shape of a dolphin that 
can still be seen in the northern skies. 

■> The earliest known ancestors of bottlenose 
dolphins were the squalodonts, the first true 
toothed whales, which flourished about 30 
to 35 million years ago. 

■> The average 
length of bottle- 
nose dolphins 
is 10 feet, their 
average weight 
is about 440 
pounds (they can 
reach up to 600 
pounds), and their average life span is 25 
to 30 years. 

■> Although mostly shallow-water feeders, 
dolphins are known to "sound" to depths 
of 1 000 feet or more. Dolphins off the west 
coast of Africa are said to dive to 2000 feet 
over the steep edge of the continental shelf. 
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■> Bottlenoses have been measured in bursts 
of speed of up to 17 mph. 

■£ Dolphins communicate with a wide range of 
sounds. They whistle, clap, grunt, chuckle, 
squeak, rasp, pop and belch. Bottlenoses 
can also produce a rapid series of clicks, up 
to 1 000 separate sounds per second. They 
"see" even the most complex shapes with 
their sonar. Each individual dolphin has a 
personal "signature whistle," just like we 
each have our own name. 

■> Bottlenoses often school with other species, 
such as shortfin pilot whales. They some- 
times accompany great right whales and 
humpback whales on their migrations. 

■fr In self defense, bottlenoses have been seen 
ramming large sharks hard enough to push 
them out of the water. 

■> In an aquarium, a dolphin watched a 
human diver cleaning the viewing window. 
The dolphin then copied the diver, using a 
seagull feather held in its beak as a scraper. 
The bottlenose was so efficient and 
conscientious at the task that the human 
worker was never called on again! 
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PASSWORDS 



PASSWORDS (continued) 



Keep a record of passwords for the levels you 
reach. Use passwords to start the game from 
the last level you played, or to return to any level 
you want to play over. 

Note: Passwords change when you replay 
their levels. 



1 . The Undercav es H T N A I N C K 
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) ) ) CLUES FROM THE DEEP 

Write down hints you discover from Glyphs, 
singers and other creatures of the depths. 



. S u ddenl y great winds of water 
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CLUES FROM THE DEEP (continued) 
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))) ECCO THE DOLPHIN CREDITS 

Producer: E. Ettore Annunziata 

Designers: E. Annunziata, L. Szenttomyai 

Main Programmer: Molnar Jozsef 

Art by: Balogh Zsolt, - Talent - 
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Music Composed & Produced by: Spencer Nilsen 

Wind Synthesizer Performed by: Mitch Manker 

Digital Sound Effects by: Brian Coburn 

Whale Voices Courtesy of: Madacy Music Group, Quebec, Canada 

DigiChrome™ Video Processing by: Digital Pictures, inc. 

Marketing: Pamela Kelly 
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Stephen Friedman, Andras Csaszar, Hugh Bowen, Lucinda Delorimier 
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BOOKS AND VIDEOS ABOUT DOLPHINS 

Dolphin Days, by Kenneth S. Norn's, Ph.D., Avon Books, 1991. 

The Dolphin Smile: 29 Centuries ot Dolphin Lore, edited by Eieanore Devine 
and Martha Clark, The Macmilian Company, 1 967. 

Dolphin Societies: Discoveries and Puzzles, edited by Karen Pryor and 
Kenneth S. Norris, University of California Press, 1991. 

Dolphins and Porpoises, by Richard Ellis, Alfred A. Knopf, 1982. 

Encounters with Whales & Dolphins, by Wade Doak, Sheridan House, 1988. 

Follow the Wild Dolphins, by Horace Dobbs, St. Martin's Press. 1982. 

The Greenpeace Book of Dolphins, edited by John May, Sterling 
Publishing Co., Inc., 1990. 

if Dolphins Could Talk, a Hardy Jones Julia Whitty Production, a National 
Audubon Society Special (PBS Weta Version), 6-18-90. 

Sea Guide to Whales of the World, by Lyall Watson, E.P. Dutton, 1981. 

Watching the Whales, a Production of Marine Mammal Fund, Fort Mason 
Center, Bldg. E,, San Francisco, CA 94123. 

Whales - Dolphins - Porpoises of the Pacific, by Peter C. Howorth. 
KC Publications, Inc., 1985. 

Whales & Other Sea Mammals, by the Editors of Time-Life Television Books. 
Time-Life Films, 1977. 






LIMITED WARRANTY 

Sega of America, Inc., warrants to the original consumer purchaser that the Sega CD 
compact disc shall be free from defects in material and workmanship for a period 
of 90 days from the date of purchase, [f a defect covered by this limited warranty 
occurs during this 90-day warranty period, Sega will repair or replace the defective 
compact disc at its option, free of charge. This limited warranty does not apply if the 
defects have been caused by negligence, accident, unreasonable use, modification, 
tampering or any other causes not related to defective materials or workmanship. 

To receive U.S. warranty service, call the Sega Consumer Service Department 
at this number: 

1-800-USA-SEGA 

To receive Canadian warranty service, call the Sega Canadian Consumer Service 
Department at this number: 

1-800-872-7342 

DONOTRETURNYOURSEGACDCOMPACTDISCTOYOURRETAILSELLER. 
Return the compact disc to Sega Consumer Service. Piease call first for further 
information. If the Sega technician is unable to solve the problem by phone, he or she 
wili provide you with instructions on returning your defective compact disc to Sega. 
The cost of returning the compact disc to Sega's Service Center shall be paid by the 
purchaser. 

REPAIRS AFTER EXPIRATION OF WARRANTY 

if your Sega CD compact disc requires repairs after termination of the 90-day limited 
warranty period, you may contact the Sega Consumer Service Department at the 
number listed above. If the technician is unable to solve the problem by phone, he 
or she will advise you of the estimated cost of repair. If you elect to have the repair 
done, you will need to return the defective merchandise, freight prepaid and insured 
against loss or damage, to Sega's Service Center with an enclosed check or money 
order payable to Sega of America, Inc., for the amount of the cost estimate provided 
to you by the technician. If, after inspection, it is determined that your compact disc 
cannot be repaired, it will be returned to you and your payment will be refunded, 

LIMITATIONS ON WARRANTY 

Any applicable implied warranties, including warranties of merchantability and 
fitness for a particular purpose, are hereby limited to 90 days from the date of 
purchase and are subject to 1he conditions set forth herein. In no event shall Sega 
of America. Inc., be liable far consequential or incidental damages resulting from the 
breach of any express or implied warranties. 

The provisions ot this limited warranty are valid in the United States and 
Canada only. Some states do not allow limitations on how long an implied 
warranty lasts, or exclusion ot consequential or incidental damages, so the 
above limitation or exclusion may not apply to you. This warranty provides you 
with specific legal rights. You may have other rights which vary from state to 
state. 
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$1,000 MUSIC CD SWEEPS ENTRY 
Free SEGA VISIONS" Subscription 

Hot New Game Info 

Exclusive Offers 

V J 

Charter Membership 

\ / 
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AND MORE WHEN YOU REGISTER 
YOUR SECA CD PURCHASE. 



USE THE CARD AT RIGHT TO REGISTER 
YOUR SEGA CD SOFTWARE AND 

GET LOTS OF COOL STUFF. 

•WIN A $1,000 MUSIC CD COLLECTION. Think of 

it — just by registering your Sega CD purchase you could 
win dozens of FREE CDs featuring today's hottest bands! 

•A FREE SUBSCRIPTION TO SEGA VISIONS™ 

the magazine published just for Sega™ gamers. It's packed 
with news and reviews from the world of Sega. 

-HOT-WIRED ' ! EXCLUSIVELY FOR SEGA CD OWNERS: 

Hot-Wired puts you on our priority mailing list for fast-breaking 
news on SEGA CD technology, radical new games, cool new 
sounds and exclusive offers. 

• CHARTER MEMBERSHIP ELIGIBILITY in our soon- 
to-be announced Sega CD owners club. 



REGISTER TODAY AND WATCH FOR MORE INFORMATION! 



1. HOW TO ENTER: Completely fill out the registration card and mail it. Mechanically 
((.■produced entries not eligible. Not responsible for printing errors, or for mutilated, late, 
lost, postage due or misdirected mail. 

2. JUDGING: There will be 4 drawings. Each of the drawings will take place on a 
quarterly basis, on or about March 31, June 30, September 30, and December 31, 1993. 
Winners will be selected at random from all entries received five (5) days before the 
drawing dates by Marden-Kane, Inc., an independent judging, organization whose 
(Incisions are final. Only one prize per person, family, organization or household. If your 
registration card is received after any one of the drawings it will be automatically entered 
into the next drawing, except for the last drawing. 

3. NOTIFICATION: Winners will be notified by mail and will be required to sign an 
Altidavit of Eligibility and a Publicity/Liability Release which must be returned within 14 
days trom date of notification. 

4. PRIZES: There will be 1 prize awarded in each of the four drawings. Each prize 
consists of approximately 60 music CDs. Approximate retail value $1,000.00 each. All 
t fixes are responsibility of the winner. No prize substitutions, or transfers permitted. 

9. ELIGIBILITY: Sweepstakes open to all persons who are residents of "the United States 
nnd Its possessions, except employees and their immediate family members of Sega of 
America Inc.. its divisions, subsidiaries, affiliates, advertising and promotion agencies. 
Viml whore prohibited by law. 

a. WINNERS LIST: For names of winners, send a self-addressed, stamped envelope to 
Stiga CD Sweepstakes Winners, Inc., P.O. Box 712, Sayreville, NJ. 08871. 
7 OFFICIAL SWEEPSTAKES RULES: Sweepstakes subject to complete Official Rules. 
lo obtain a copy of official rules send a stamped self-addressed envelope to Marden- 
Kane. Inc.. Sega CD Rules. 1255 Post St. Ste. 625. San Francisco, CA 94109. 

Soga. Genesis, Sega CD, Welcome to the Next tevel, Sega Visions, and Hot-Wired are trademarks of 
SEGA. ©1992. SEGA. 3375 Arden Road. Hayward, CA 94545, All rights reserved. 



TO REGISTER 

COMPLETE THESE 
QUESTIONS AND 
MAIL THIS POSTAGE- 
PAID CARD TO SEGA. 
THANK YOU. 



i. Who will use this SEGA product the most (primary user)? 

LLLLLLLLLLLLLU LUJJJJJJJJJJJJ 

first mat Last name 

LLLLLLLLLLLLLLLLLLLLLLLLLLLLLU 

mam 

LLLLLLLLLLLLLLLLLLLLLLLLLLLLLU 

City 

LU IJJJJJ UJJ UJJ UJJJ 

State Zip Ptone miuber 

Z i Male Z 2 Femate Birth Date / / 

mo / day / yr 

2. Describe the other game players in your home: 

PLAYER 1: Age Z l Haie □ z Female 

PLAYER 2: Age Z 3 Hafe Z 4 Female 

3. Who bought this product? 

□ i Pmnari User Dz Parerrt/Guardian Da Friend 
Z* Relative Zs Another Household Member 
When was it bought? / 

mo/yr 

4. What is the name of the game you purchased? 

I I I I I I I I 1 I t I I I II I I I I I I I I I I I 



I I I 



5. What other electronics or computers do you have in 
your home? PLEASE CHECK EVERYTHING YOU HAVE. 



Zz Laser Disc Flayer 

Z4 PC MorlBKCflmpatilE.) 



For Game Playing: Other: 

Z i Atari Ljni Z 2 Game Boy Z i CD Player 

Zi GameCear Z4NES(8bit) Zl Macintosh 

Hs Philips CD-I LZ s Sqier NES (16 bit) Computer 

GTTurboGrafiCD D< Other Ds VCR 

G. What kinds of games do you play most often? 

Z l Fantasy Set inn Z 2 Fantasy Dele Playing Z 3 Fighting Machines 

Z* Fighting Adventure Zs Futuristic Ze Super Heroes & Cartoons 

Z? Pmzfes/Sfiategy Zs Sports 



ss 



ENTER THE HOOO 

MUSIC CD COLLECTION 

SWEEPSTAKES 

WHEN YOU REGISTER YOUR 
SEGA SOFTWARE PURCHASE. 

Plus receive other great FREE gifts 
and services. See inside for details. 







Coming Soon 
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ipying, reproduction, rental, public 
of applicable laws. 



marks of SEGA. QSound is a traders 
ks of Sega of A 
wed. Made in USA. 



nd Ltd. 1 990 Archer Communications Inc. Additionally licensed under one or more of the 
.. ;sponding foreign patents. 



:. & Amblin Entertainrr 
All rights reserved. 



d by MCA Universal Merchandising, Inc. 



